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WARNING: PLEASE READ THE ENCLOSED CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET CAREFULLY BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM OR GAME PAK. 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE 
RATING BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE 
CONTACT THE ESRB AT 1-800-771-3772. 


JALECO™ USA INC. LIMITED WARRANTY 


Jaleco USA Inc. warrants to the prigina| purchaser of this Jaleco software product that the medium on which 
this computer program is recorded is free from defects in materials and pap: for a period of ninety 
(90) days from the date of purchase. This Jaleco software program is sold “as is” without cypress or implied 
warranty of any kind, and Jaleco is not ine for ay losses or damages of any kind resulting from je of 
this program. Jaleco agrios for a period of ninety Í 90) days to either repair or replace, at its option, free of 


margo, any Jaleco software product, postage paid, with proof of date of purchase, at its Factory Service 
enfer. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be 
void if the defect in the Jaleco software po uct has arisen oy abuse, unreasonable use, mistreatment, or 

eglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE Sing aay OBLIGATE JALECO. ANY IMPLIED WARRANTIES APPLICA- 


O THIS SOFTWARE PRODUCT, INCLUDING WARRAN MERCHA FIT 0 
TICULAR PURPOSE ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE.IN NO EVENT WILL JALE- 
CO BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE, OR MALFUNCTION OF THIS JALECO SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or oxpysions or limita- 
tions of incidental or consequential damages so the above limitations and/or exclusions of liability may not 


apply to you. This warranty gives you specific rights, and you may also have other rights which vary from 
state to state. 


Jaleco ™ & Super Bases Loaded 3: License to Steal ™ is a trademark of Jaleco USA Inc. 
© 1995 Jaleco USA Inc. All rights reserved. 
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Getting Started 


Place the Super Bases Loaded 3 — License to Steal 
game pak into you Super Nintendo Entertainment 
System and turn on the unit. 

When the title screen cues you, press START. 


_Controller Layout 


Left Button Right Button 


Select Button 
Start Button 


When playing alone, use the left controller (P1). The 
right controller is for a second player (P2). 


Using the Menus 


All the menus in License to Steal work the 
same way: 


To highlight a menu option: Press up, down, left, or 
right on the control pad. The highlighted option will 
appear in yellow. 


To select the highlighted option, press A. 


To cancel a selection or go back to an earlier menu: 
press B. 


The Main Menu 
SEASON 


Choose SEASON to participate in a regular season of 
baseball. Then choose NEW SEASON to start a team 
at opening day, or choose CONTINUE if you want to 
resume a saved season where you left off. When you 
start a new season, you can also select your league, 

= N. LEAGUE or A. EEE 


EXHIBITION a 


iend (P1 VS P2) or just v watch the computer play —— 
(WATCH). (We dont know why you might want to sit 
and watch when you could be playing, but some 

people have pretty strange tastes, so...) At the 

Start of an exhibition game you can decide whether 

you are playing at home or away by pressing left and 

right on the control pad on the match announce- 

ment screen. 


CHAMPIONSHIP 


Choose NEW GAME to start a championship tourna- 
ment with a friend, or choose CONTINUE to go on 
with a tournament you've already started and saved. 
If you start a new tournament, you can choose how 
many games you want to play (from 3 up to 15), by 
pressing left and right on the control pad. 


MVP GAME 


Choose MVP game, for the ultimate test of talent. 

1 The cream of the crop from both leagues will come 
together for a single game to prove whos on top. 
Choose which league you want to play and the com- 

_ puter will automatically assemble a team of its most 
o talented Baye 


- SEE ROSTER 


choose a team. Then ooe the p aaa Posion. 
and finally, his name. When you're done looking at- 
his stats and ratings, press B repeatedly to return to 
the main menu. (If you look at your roster within a 
season, youll see stats that reflect the season you're 
playing. If you check a roster outside of a season, 
youll see the real 1993 statistics — the players went 
on strike in 1994 — for a particular player.) 


Choosing Your Team 


er : Press up and down 
a 003€ Jour tean da 
a ETAPA ` onthe control pad to 


select your team. A. 
League teams appear 
as blue dots, and N. 
League teams appear 
as red dots. As you 
highlight each team, 
oe the division and team 
_ name appear at the bottom of the screen. 


ly You can choose one 
Choose your stadium i 
o we of three stadiums. 


Press up and down to 
see a picture and 
dimensions of each 
Stadium, then press A 
to make your choice. 
If you are starting a 
season, the stadium 
you choose will serve as your home field for the 
whole season. 


The Season Menu 


EXIT 


Choose EXIT to play the next game on your calendar. 
(NB: When you start a new season, you will need to 
save the opening day information before you even 
play your first game. After that, you can proceed 
with the season.) 


INFORMATION 


You can view the STANDINGS of all the teams in your 
league, or look closely at your team’s ROSTER. On 
the STANDINGS screens you can see different divi- 
sions by pressing left and right on the control pad. 
For each team you can view the wins (W), losses (L), 
winning percentage (PCT), and games back (GB) for 
your own team and for all the competition. View the 
roster just as you would on the “SEE ROSTER” screen 
(see page 4). 


SCHEDULE 


Choose SCHEDULE to see whats in store for your 
team this season. Select the month you're interested 
In, and you'll see a complete schedule. The next 
game on your teams schedule will flash on and off. 
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OPTIONS 


Choosing OPTIONS 
will let you auto- 
mate any part of 
the game. Press up 
and down to high- 
light an option, 


Peo RUNN ENG so ; 
N 


D —— then press left or 
a right on the control 
-~ pad to change it. When you're finished cus- | 
=~ tomizing the options, E EXIT. BE os a list > 


LA hat the options r mean: 


7 FIELDING 


AUTO means that the computer does all the 
fielding — it handles catches, throws, and even 
goes after the runners. 


SEMI-AUTO positions your fielders to make 
catches, but lets you make the throws. 


MANUAL requires you to field balls and make 
throws. 


BATTING 


AUTO makes batting a simple question of timing. 
All you have to do is swing (press A) at the right 
time, and you'll make contact. Of course, even 
this can be a challenge with the way some of 


those fastballs come down the pipe... 


MANUAL requires you to adjust the vertical direc- 
tion of the bat as well as swing at the right time. 
See “How to Bat” ({ p.20) for details. 


RUNNING 


AUTO lets your base runners think for them- 
selves. They will advance, retreat, and lead off 
without any commands from you. 


_ MANUAL keeps you in total control of the run- 
o ners. They will advance only when you tell them 


to, and yu can decide the ogee of their leads. e 


ERRORS 
ON will allow your players to make occasional 
errors. Even when you dont do anything 


wrong, they'll sometimes try out for the blooper 
Peels . 1, 


OFF gives you players with flawless execution. 
The only mistakes out there are your own. 
DH 

YES allows a designated hitter to bat for 

the pitcher. 


NO makes the pitchers go to the plate and get a 
taste of their own medicine. 


Choosing a Pitcher 


Highlight and choose 
a pitcher by pressing 
up or down, then 
pressing A. If you are 
playing a regular sea- 
son, you can com- 
pare the pitchers stats 
in your season with 
his 1993 stats by 


pressing left and right on the control pad. The stats 
oS will shift on the bottom portion of the screen. 


After setting your options, you have to decide ona 


starting pitcher. You'll want to keep three things in - 


‘mind: his condition (CON), his pitch count (PIT), and 
his status(STA). 


The pitchers condition (CON) lets you know what 
sort of shape he’s in on this particular day. If he feels 
good, a blue arrow pointing up will appear beside 
his name. If he’s just average, a yellow line will 
appear, and if his spirits are low, a red arrow will 
point downward. A pitchers condition will influence 
the accuracy and speed of his pitches. 


The pitcher's count (PIT) shows the approximate num- 
ber of pitches a player is good for. After a pitcher 
throws too many pitches and grows tired, his throws 
will become wild — both speed and direction will be 
erratic. 


The status (STA) of a pitcher lets you know whether 
he ts available to play today (AV), or whether he is 
unavailable for one day (U1D), two days (U2D), or 
three days (U3D). A real starting pitcher never pitches 
two games in a row — he has to rest his arm to avoid 
Injury. Similarly, in Jalecos game a starting pitcher 
needs three days to recover after pitching a game, 
and a middle reliever needs to rest one day before 
throwing again. Be careful not to substitute pitchers 
too often during a game, or you'll find that all your 
pitchers need rest the next time you need them! 


On the very bottom of this screen you can see the 
particular pitches available to the highlighted pitcher. 
All pitchers have a fastball and a curve ball, but most 
have one or two other pitches up their sleeves 

as well. 


10 


beside his name. 


= Heres how to read the information on the e batting 
— order screen: 


Looking at Your Lineup 


The batting order screen lists the opposing pitcher 
(OPPOSITE), so that you can maximize your damage 
by designing an order that will test a pitchers weak- 
nesses. (At the very least, try to play left-handed bat- 
ters against right-handed pitchers, and vice-versa.) 
The pitchers throwing arm hak or Right) oS 


Aly pa 
T 


anna. 


LECAM>OOR 
ROOK =H 

<P JPx—A 2 
RR OER REO 
EAGEN 


— OONONSONm M O 
re enn 


te 
we 
YU 


dejo Senge E agi 
pe E RR o AU! 


se 


 ORAPIUDC 


i 
A 
i E 
i 

TE 


Condition (see page 9) 


Batting arm — right, left, 
or switch-hitting 


Position 


Adjusting the Lineup 


First highlight the 
e ye name of the player 
RA that you want to 
> move or replace. 
Youll notice that a 
box appears on the 
| bottom of the screen 
E as you highlighteach 
x lists the names s of aia substitutes — o 


Vey enewnN 
PEPPER 


sa Onis you' ve gdy Her name d ihe lec you : 
want to move or replace, press A. A box will appear 
with that players 1993 statistical information. 


Now a second highlight bar appears. Move it over 
the name of the player you want to swap with the 
first one. If you just want to change the places of 
players in the lineup, highlight the player in the line- 
up who you want to switch. If you want to replace a 
player with a substitute, highlight one of the possible 
substitutes from the box at the bottom of the screen. 
Press A twice to complete the switch. 


If you change your mind about a player you've high- 
lighted, press B. When you finish adjusting your line- 
up, select EXIT. 
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Saving Your Games 


At the start of a season or tournament, and after 
each game during a season or tournament, you will 
be offered a chance to save your progress. If youre 
happy with the results, select YES when you're asked 
if you want to save the game. You will then be 
offered two saved game slots. Each is labeled with a 
team abbreviation and a date (4/4 is April 4, opening 
day). Select one of them, and press A to store your 
progress. License to Steal can only store two saved 
games at once — if you select a spot that already has 
a saved game, you will erase the old game and store 
your new one. If you choose not to save your game, 


you will not be able to return to this point the next 


time you play. (NB: At the start of a season or tour- 
nament, you must save your game — otherwise you 


will not be able to proceed with the season 
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or tournament.) 


The Battery Screen 


The biggest part of 
baseball is the one- 
on-one confrontation 
between pitcher and 
batter, and the bat- 
tery screen is where it 
happens. 


ov 
O 


At the top of the battery screen is the inning number 
(INN), along with the score. About midway down 
the screen is a white diamond. This works as a 
“radar,” representing the whole baseball diamond 
and showing you where the action is happening. 
Runners will appear as dots on the diamond, turning 
yellow as they take short lead-offs, or red when they 
take a really long lead. As a pitcher, youll want to 
keep a close eye on it to keep the runners from 
advancing. In the center of the diamond is an indica- 
tor showing the number of balls (B), strikes (S), and 
outs (O). 


At the bottom of the screen you can see information 
about the pitcher. His pitches are listed above his 
name. ‘Just underneath his name is a pitch count — 
this shows just how many pitches he has thrown so 
far. As this number approaches the number of pitch- 
es he is good for (see “Choosing a Pitcher’), the 
pitcher will start to tire, and his arm will become 
erratic. After each pitch, an MPH indicator will 
appear briefly, so that you can see just how fast the 
pitch traveled. 


As each batter steps to the plate, a box will appear 
briefly showing the batters’ statistics for the season 
and his performance at prior at-bats during 

this game. 
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How to Pitch 


Okay, lets get down to the action. You've got to do 
two things to throw a pitch: 


1. Use the control pad to select the zone where you 
want to throw the pitch. If you dont press the con- 
trol pad at all, the ball will travel straight through the 
strike zone — unless your pitcher is tired or wild. If 
you press the control pad up once, the pitch will be _ 


slightly high. Press the control pad up twice, and the- 
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pitch will be quite high, probably out of the strike 
— zone Press the control Pad up, three times, and tl A E a 
pitch might go into orbit. The same goes fi | 
other direction. If you want the dich to cross the top ~ 


right corner of the strike zone, press both up and to 
the right (either one first). 


(NB: Keep in mind that curve balls will not end up in 
the same zone as a fastball would. You'll have to 
consider the type of pitch you're throwing when you 
decide which zone to send it to.) 


2. Just throw the ball. Each type of pitch on-screen is 
labeled with a colored letter (A, B, X, or Y) that corre- 
sponds to the pitch type. Press A to throw a fastball, 

and B to throw a curve, etc. 


E a thros ow vto Y: other Base = see os n g P: 1 18). AL 


Picking Off a Runner 


Keep an eye on the diamond radar at all times. 
When you see a runner take a lead off (the dot 
representing him will step forward and turn yellow), 
you have a chance at picking him off. If he takes a 
long lead off (the dot turns red), you have a really 
good chance. 


To pick off a runner, press the RIGHT button on top 
of the controller. This will change the screen from — 
the battery screen to the fielding screen. Press A to a ; 
throw to first base, or press A and a direction Oo 


iuntioñal Walks 


a 
wo Po y ; 


CL IL LY LL ELA ZA LY LAY If you want to walk a 
: => batter, press the LEFT 


ES AR) CAR AER 
Se 8 


ng | i button on top of the 
controller. Your 
B c a catcher will stand up 
S <> and you will throw 
e SE, p the ball to him, no 


matter what type of 
pitch you select. 
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Replacing a Pitcher 


If you need to replace a pitcher, first call a time out by 
pressing START. Then press A and select RELIEF 
PITCHER. A list of relievers will appear. Select one 
and press A to return to the mound. 


Fielding — Catching the Ball 


This is the toughest part of Super Bases Loaded 3. If 
you set your options to AUTO or SEMI-AUTO the com- 
puter will catch the ball automatically for you. We 
strongly recommend that beginning players let the 
computer take care of catching 


the ball. 


The key to fielding a ball is watching the diamond 
radar. On the radar you will see both the ball and 
the fielder you are controlling (each is a separate 
dot). Using the control pad, position the fielder so 
that he lines up underneath the ball. If he is directly 
beneath the ball, and if he does not commit an error, 
he will catch it. If you want to control a different 
fielder, press B repeatedly until you are controlling the 
fielder you want. 


To make a diving catch, press A while your fielder is 
running toward the ball. 


Fielding — Throwing the Ball 


If your options are set to AUTO fielding, the comput- 
er will throw the ball for you. At SEMI-AUTO or MAN- 
UAL settings, however, you will be able to make the 


play yourself. 


To throw the ball to first base, simply press A. To 
throw the ball to any other base, hold down on the 
control pad in a direction corresponding to the base, 


and then press A. 


The directions correspond to like this: 


Up 
SECOND BASE 


RIGHT 
First BASE 


LEFT 
THIRD BASE 


DOWN 
HOME PLATE 


If there is a player at the base, he will make the catch 
automatically. Be careful — if there is no player at 
the base to receive the throw, you will make an error! 4g 


x 


Substituting Fielders 


To replace a fielder with someone from the dugout, 
or to swap two fielders into each others positions, 
press START to call a time out. Press A, and select 
CHANGE FIELDER. Press up and down on the con- 
trol pad to highlight the fielder you want to change. 
_ His name and position will appear at the bottom of 
the screen. Press A. If you want to replace him with 


-~ someone from the dugout, highlight the word 
DUGOUT and press A, then choose a replacement 


; rom the list at the bottom of the screen. If you want 
o ames him with another player on 1 the fi eld, van A 


nce you have: taken a ft pape Oa foe. hec cannot a 
_ return during the same game. When you are fin- 
ished select EXIT. 


Shifting the Defense 


To shift the defense, 
press START to calla 
time out. Press A and 
select DEF SHIFT. 
Select INFIELDER or 


OUTFIELDER, 
27 | “— depending on which 
SHIFT LEFT M at 
ca ee = group of players you 


want to shift. Then 
use the control pad to select the SHIFT and the 
DEPTH at which you want the players to position 
themselves. When you are finished press B, then 
select EXIT. 


How to Bat 


If you set batting to AUTO on the options menu, just 
press A to swing. Of course, you'll have to swing at 
the right time, and you'll have to decide whether or 
not the ball is in your strike zone. 


If you set batting to MANUAL, you have a little more 
control over your swing. By pressing up or down on 
the control pad you can swing high or low: 


= A button + control pad up: high swing, bat 


coming down on 
the ball A 


ing up into the ball 


If you want to hit a high pitch level, use a high 
swing. If you want to hit a low pitch level, use a low 
swing. A high swing will increase your chances of 
hitting grounders, and a low swing will lead to a lot 
of pop fly balls. (In simple terms — swing high to hit 
low, and swing low to hit high.) 

To bunt, press B. By simultaneously pressing up or 


down on the control pad, you can also bunt high 
or low. 


button + control pad down: low swing, bat com- 
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Changing Your Stance 


23 Call a time out by 

pressing START. Then 
press A and select 
STANCE. 


Move the batters 
k position in the box 

; by pressing up, 
PR down, left, and right 
on the control pad. When you're happy with his 
stance, press A. 


CS Using a Pinch Hitter or Pinch Runner 


Call a time out by pressing START. Then press A. 


If you select PINCH HITTER, the name of the current 
batter will be highlighted. Press up or down to high- 
light the name of the pinch hitter you want to use. 
Then press A twice to confirm the switch. 


If you select PINCH RUNNER, you can highlight 
the runner you want to replace by pressing up and 
down on the control pad. Press A, select a runner 
from the dugout, and press A again to confirm 

the switch. 


Remember — when you replace a hitter or runner, 
that player is out of the game. Use pinch players 
sparingly, or you'll find yourself in deep trouble the 
next time you're in the field. 


Base Running 


If you set base running to AUTO on the OPTIONS 
menu, the computer will run the bases for you. In 
general, the computer runners play it safe — they'll 
seldom be caught off the bag but wont do much 
Stealing either. 


If you set base running to MANUAL, however, you'll 
have to move around the diamond on your own. 
Base running Is simple, but it requires good situation- 
al awareness and very quick reflexes. 


Basically, to advance your base runners, you must 
press X and simultaneously press the control pad in 
the direction that corresponds to the base you want 
the lead runner to advance to. For example, if you 
have men on first and second, and you want them to 
advance, you should press X while pressing left on 
the control pad. (Left corresponds to third base, and 
thats where you want your lead runner to go). 


To retreat your runners, you must press Y and simulta- 
neously press the control pad in the direction that 
corresponds to the base you want the lead runner to 
return to. For example, if your runners are approach- 
ing second and third, and you want them to return, 
you should press Y while pressing up on the control 
pad. (Up corresponds to second base, and thats 
where you want your lead runner to return to.) 


Give it a try. Its not as complicated as it sounds. 
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Taking Lead-offs and Stealing Bases 


Theres nothing more exciting than sneaking an 

extra base out of an unwary pitcher. In order to have 
any success with stealing, however, you'll need to 
become practiced in the art of lead-offs. 


To take a short lead-off, first wait for the batter to 
step into the box. As soon as he does, you can step 


Off the base by pressing X and the direction of the 
oa base you're going to run toward just once. Your 
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Lee runners dot on the radar will Hees off the base and o 
an r y 


further off the Desai and turn red. 


If you are taking a short lead-off, you will need to 
give your runners the command to advance — 
otherwise they'll just stand between bases until the 
defense makes a mockery of them. If you are taking 
a long lead-off, your runners will advance automati- 
Cally as soon as the pitcher releases the ball. After 
that, you can control them again. 


Abbreviations in License to Steal 


Whenever possible, we've used standard baseball 
abbreviations, and we hope they're self explanatory. 
There are a lot of them, though, so even a diehard 
fan might have some questions. We hope this list will 
clear it all up. 


Player Positions | 
F Pitcher -o <C Cakper 
1B = First baseman 28 Second baseman 
a 3B a Third baseman SS  Shortstop 
dl Right fielder o mmo Center fielder 


a AE LL pi Designated hitter 


HPS oni -~ 3D Jder 
FKB Forkball | o 
Prior plate appearances 
FO Fly out FL Fielder's choice 
GO Ground out E Error 
K Strikeout K Strikeout (looking) 
1B Single 2B Double 
3B Triple HR Home run 
Batting statistics (either for 1993 or for the fictional season) 
GAMES How many games the player has played in. 
AB At bats; the number of times the player has been 
at (he plate. 
AVG Batting average. 
HR Home runs. 
RBI Runs batted in. 
50 Strike outs. 
SB Stolen bases. 
H Hits. 
2B Doubles. 
3B Triples. 
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Pitching Statistics 


GAMES How many games the player has played in. 

WON How many games the pitcher has won. 

LOST How many games the pitcher has lost. 

SV Saves; how many games the pitcher has 
turned around. 

ERA Earned run average. 

IP Innings pitched. 

SO Strike outs; how many he has thrown. 

H Hits; the number against him. 

HR How many home runs he has given up. 

ER Earned runs; how many runs he has given up 
all together. 

Ratings 


_ A player's ratings determine how well he will actually perform 
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within this game. The longer the bar and the higher the number, 
the oeer a player's Peranan e will be. 


Batter ratings: 


H Hitting; ability to make contact with the ball. 

PW/ Power; likelihood of hitting long balls. 

TH Throwing; ability to make swift, clean throws. 

SP Speed; base running prowess. 

FD Fielding; ability to make a catch without an error. 


Pitcher ratings 


SPD Speed; top speed for the fast ball. 
PIT Control; how well he can place the ball in the 
strike zone. 


Taking Care of Your Jaleco Game 


= This Jaleco Game Pak is a precision-crafted device 
with complex electronic circuitry. Avoid subjecting 
it to undue shock or extremes of temperature. 
Never attempt to open or dismantle the 
Game Pak. 

= Do not touch the terminal leads or allow them 
to come into contact with water or the game 
circuitry will be damaged. 

= Always make sure your Super NES Control Deck is. 
SWITCHED OFF when inserting the Game Pak c or 

a pa it m she eee > Control Deck. 
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The Ad Agency 


STATS. is the leading sports information and analysis 
provider to national media, publications, professional teams, many 
other commercial sports entities, and software developers such as 
Jaleco. STATS sports information was used in designing this game 
— why not try out STATS’ own great consumer products including... 


STATS On-Line is your real-time 
link to the most accurate, up-to- 
the-minute sports information 
available anywhere. All you need is a 
computer and a modem. STATS 
On-Line will provide the rest! 


ALL NEW! 
STATS On-Line now 
provides real-time 
game boxscores 
for all sports! 


STATS On-Line is the only all- 
sports on-line with the kind of 
sports information true fans need: 
timely updates of all player and 
team results as they happen, play- 
by-play. Plus, you'll have access to 
the detailed STATS, Inc. database, 
including exclusive STATS infor- 
mation, complete player info, 
transactions...even downloadable 
Stat files for your fantasy league! 


STATS On-Line 


Timely Boxscores 


Get updates from each sporting 
event as it happens around the 
country. You ll get complete player 
Stats for every game without wait- 
ing for the morning paper! 


All Sports-All the Time 


Whether you follow baseball, foot- 
ball, basketball, hockey, or all four, 
STATS On-Line has something 
for you. 


Sign up for STATS On-Line 
today and experience a world 
of sports information you ve 
never seen before! For info on 
STATS On-Line or other STATS 
products, please send e-mail to 
info @ stats.com 


Order from STATS. Today! 


Please Call 1-800-63-STATS or 708-676-3322 
STATS, Inc., 8131 Monticello Ave., Skokie, IL 60076-3300 


Watch for new Jaleco video games 
for the Super Nintendo Entertainment System® 
in coming months. And remember, 
Jaleco makes great video games for the 
Nintendo Entertainment System® and the 
Nintendo Game Boy® as well! 


xh JALECO. 


JALECO USA INC. 


685 Chaddick Drive 
Wheeling, IL 60090 


Jaleco®,the Jaleco Logo,and Super Bases Loaded 3:License to Steal™ 
are registered trademarks and trademarks, respectively, of Jaleco 
USA Inc. Nintendo”, Super Nintendo Entertainment System”, 
Nintendo Entertainment System® and Nintendo Game Boy® 
are registered trademarks of Nintendo of America Inc. 
© 1995 Jaleco USA Inc. All rights reserved. Printed in Japan. 
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